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liNaTEn- i>;nt;R.^TK»N or pi..\.NFrra 

STAin-Liirr 

WELCOME TO THE 24TH CENTURY! 

You arc privileged io jutTi i.hc Federaiion Srarahip 
r.ul.E>r]:ji-LSc'“ Oil hsr adventure encidod ‘^'Future's Ptrst,"* 
You wilt travel to atrange new 'vrarlda^ find new life and 
ncsx- civilixationSj and “boMy go wfjere m? me has gaae 
b^re, 

'Fhis voyage, diough, will be dilTeTicTtt iVom any oilier 
you may fiave uikcn. Si.a]'jtt^t:l Command will liave 
some asslgsiraents for you^ due will be in conlrol of 
the ship. You can choo&c to visit hundreds of plaucts, 
use the ship's weapons to dele.nd yoursetf’agii.iosil htjaLtle 
VT.ssels, efioose whioh crt':w inembei?; sjjo on Away Team 
nus-sious and dirficL their aclions a& they explore the 
unkjtown tvorlda. 

I’lie fate of the Sl^laxy ia in your hands^ for c\.'en the 
aimplest'aceming iniEsioii can have vast> unespCCEed 
consequences. If you perforrn, your tasl^a welt, with 
imagination and courage, idit United Federation of 
Plaueus will honor your achieveinenlE. Good luck! 











SEniNGUPTHEGAME 

S^^ir 7'rek: The is a onc-ptaycr game. 

Plug' the Supej' NES Conij'[:i-]lt::e tuixj tlic left fy[]troJlcr 
socket only. 


To enter the ivoiid of Siof Tr^/c: 71i& 
insert the Stai' 'I'rck Cptimc Pak into your Super 
N in Leri dr,] RnterfaiuTneat System and then turn the 
power ON. Yon v^ilE then he p[|-s#;]il,E^i widi the title 
screens, alter w'hcch you will lx: briefed by an eniiy 
frojn Captain Piorref's Jog. Once you’ve read flte eap' 
Taint’s log eiUiy^ precis dth-er the A rjr the X Button to 
make it go aw^ay. Nljw your arlventui'e can tRily begin. 


WHAT ARE ALL THOSE eUTTOHS ON THE 
CONTROLLER, ANYWAY? 

'Die Sufj^]' NFS CoTitroJIer is laid out as Ibllows: 



Pressing the START liuiton wilt al^x'ays pause the 
game, atitl pre-ssirig it a second time wilt re-sume the 
game. Tlte oihet bnuotis work dliJ^ercntly depending 
on whicli screen yonh'e uftlng. We’Jl explain these funt- 
tions screen by screen. 


we aexTasnKJHsnan 


THE SNIP’S BRIDGE 

.'\ftci' the C(^,ptail^^‘^ Jog entry, you will find yourself fac¬ 
ing the viewscireeu ou the Bridge, ivhere the ftight and 
Loft arrows wfiU take you to the differeiu star.tons, 
■pfiere arc seven control starions on the bridge: cam- 
muxiications , where you can talk to other people; the 
cuiui, wheie yoti set the ship’s course; the briefliiLg 
roam, \\iiere wu can get advice frem Captain Picanl 
about wdiat to do next; the sensors, where your ana- 
lytical detectors can scan unknown objects; the sliip’s 
camputers, W'hcre you look up information; the 
engLiicC'iTixii;' stuticm... where you gO to Tejjaic the sliiji 
when it’s damaged in battle; anrl the Trai]S.parter 
Roam, where you seleet an Away "f eam to visit other 
sites, .A Swijel at the bottom of the screen tells you which 
siailon you’re cui'reTitly dewing. 

EXPLORING THE BRIDGE 

When yoLj’i-e on the Brifjge, yoti starnl in the center 
with the control slations^ around yon. Use llie Right or 
Left arrow keys on the Control Pixl to turn a full 
and ace the complete Bridge, xdth any eirclej. you 
(•■an in either direction; for simplicity’s aakc, th'is tour 
win go in a dorkwLse dlii'ection. 

You ^tm t out facitig the viewscreen, which show^ you 
wOiat’s outside tJie ship. This is actually tw^o systems in 
one. W'hcn someone is hailing you, the light, at the uyp 
of the screen flashes green and die word “Coinniunica- 
lions” appt-rtrs, at the bottom. 
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Hailing liglit on 


Cammunications lets 
you receive messages froiri 
otlier pec>])!ft. Wlieu no erne 
is hailing you, the word 
^^CQDLi” appears instead 
and you arc al the conn, 
where you can set the 
ship’s course and speed. 


Hailiiig ti^ ffff 



From the fi'ont \dcwserccn, 
press the Right arrows to 
reach the briefing room. 
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When the viewscreen is blurry 

II’ your comniunicaficNti:^ sys-ieiti has bocn daiTiagied in 
combat, you caj/r tieceive messages as clcady as you 
TjyrrnaJly could. See the section on die engineering ;ita- 
tion, below, to learn how to fii die pi oblem. 


COMMUNICATION 

Being hailed 

You wiit hear a beeping sound when socneoTjc is hail¬ 
ing you- Go to the ’■.•iw’scnccn, where you will see lire 
green light fla-shingat the top of the screen. Press the A 
Uutton. and the image of (iie i>erson hailing you ^vill 
appear on the i-Tewscreen along widi die text of wha t 
he or she i& saying. Iftherc^s too much text to fit on (he 
screeii at one time, jiresvs the Up and Down aiTotvs on 
the Control Pad to soo^tl i.]]i arid dew™ so you c-an read 
the whole message. Press the A Butaiti agaia to return 
to the Bridge when youVe finished. 


menexTBEneasmaii' 

REACHING YOUR DESTINATIONS 

You go to the EMnn to change die ship^s course and set 
a new destination. Use the Control Pad (.0 take you to 
the viewscrcen, then press the A ButLon to enter the 
astrogation systenr 

What the anti duster names mean 

To simplr^' a.strogaJion, places arc identitiod by a series 
of names. Tlie stars in your ship^s paUTol region have 
bieen gi'ouped into eight different du-Sters, and die clus¬ 
ter name is die lltst level you diONise. Within each dus- 
tci-j the stEtrs are named by Greek letters according to 
how hriglu tliey aj’e. The planets of each star are listed 
by R-Eiman numerals according to their dLstances from 
dieir sun,, and the moons of ti pan loular planet are list¬ 
ed by Romiui Icitoii^ accoi-diiig to dieir distance Irom 
die planet. The destitiation '‘Codis Alpha IVB^"' means 
go to die bi ightesL star (alpha) in the cluster CckIIs, then 
Itwk at the fourth planet out attd gt.i to U.^^ second moon. 

What the conn looks like 

In the up|nir left-hand comer of this screen is a pictorial 
display of possible destinations. Iklow die display is a 
menu list. Use lli? Up and Down arrows tjo the 
Contrtil Pad to scroll through the names on ihe list, 
liiglLlightiitg each name in turn. There may he so many 
names on the menu list thae ihey don't all fit on the 
screen at once, but vou can scroll to them all using die 


















up aiif] Di>wii ftnows. Ici yht upper li^ltt-hand coirncr 
]& inlbmn.alrio'n al’tout raacltinj; your de^utiaiioii- 




Choosing a dastjnafion 

If you’re aJready on yo'ur way to a destination wKen 
you enter the astfotratioo screen, you will find dial, des- 
tiTjation preselected. If ■y'ou liavc no current destination, 
you mil jjce the screen for choosing a cluster. 

The highest level of the astrogadon panel lists the clus¬ 
ters; when a cluster is highlighted, its stars appear in a 
difTerenr. color in the visual display. Pressing the 
A Button selects die highlighted cluster and lakes you 
dovrn to the next Ict’el in the list, where you can select a 
partiettlar star mthin Chat cluster. I'he A Button always 
takes you down to a more sfj>e<.:iljc level, 

fhicKsing the X Button will move you up one Eev^l on 
the list- If you're on the top IcvreJ (cluster ehoiecs), press¬ 
ing dtf: X Buttjfjn will return you to the Bridge wiihout 
selecting a de.stination. If you have a destiiiadon select¬ 
ed and want to return to the Bridge widiotit changing 
it, press the X and Y .Buttons together. 


Pisfliay 


DistancB 
Warp sptij 
flffM- 


Destinatlan 

list 
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Ct)OQ$ingawarp speed 

The display in the upper right-hand corner shovvs 
inioE-rnation about your scleftted destination. The first 
line shows its distance Prom your current positiorr tlie 
second line shows yoru' currently selected wai'p speed, 
and the third line tells you how long ii will take to reach 
the destination at that syjec<.l Bfiaring and Mark dehiic 
the dcsdnatioifs pcisltiou I'elaiive to your ship. 

Will can increa.se or dcentiase your warp speed by- pit^s- 
ing the Right Or Left arrows on the Cocitt ol Pad. 
Your ship^fi ctirnjiuLer will notify you If you jiick an 
u nreasujialile s^>ced. 

Damaged engines 

TJ ytjur ship^s engines have been badly damaged in 
comliat, youll .see a niessage saying that the .system has 
been slubt drws ii. You can’t go auywlici'e until you 
make iiiiiains. See the- st'etloti on the engineering sta- 
linn, below, to leai'n how- \.(t tvipatr the engines. 

Warp] fig out 

Pressing tlie H Button Kclecls the dcstinatiou, siafis you 
on your %V(i.y Jiciii returns you to the Biidge. 

CONFERRING WITH THE SENIOR OFFICERS 

If youVt.- uuoei'iain where you should go or- what you 
sluiuld flo. you can aheays gOi adsice I'rom tlie slii].)Y 
senior ollictrs. ■(..io to the liricPing room and pi-eHs tin- A 
Hutton to see what iJiey suggest. Iheiw either die A <jr 
the X Button Kji fsuurn to the Brtdgts 















USING YOUR SENSORS 

'Hie !if risorfii Eet you study iibjeoLs fmm afaj’. Tlte iiifot'- 
mation you learn may help you Lmderstaiid and deal 
xvitit sotTie £>rtlie problems you'll encounlrr. 


loui- ships olitcers are aitioog ihe cuost capable tn 
SLiirJleet. I'lieir adviee is brujiid i,o be good. 
Rememberj. thotiglij that j>™ arc now coinmandin^ tlte 
ship aiui you unake the liual decisions^. 



Adivating Ifie sensors 

Co to the sensors and press the A Button to aetivai.e 
them. The sensors will scan the elo^sesi object wiilnn 
range; and present a report about it- Use the Up and 
Ddwu arrows to stroll thrruigh ihe report il'necessary. 

Reluming to the Bridge 

VVlien yon’ve lliiisbed reading the sensor rcptirt., pm:s.s 
the X BiiLLon to return to the Bridge. 

OSING THE COMPUTERS 

The ship’s computeni can give you I'sackground inlor- 
matton about various suhjeeLs. Some entries may e\'-ra 
help you wive the game’s puzalcs. Pres-s the A Buhon 
vs-ben yCHj’re at the cornptitcins to start exploring the sys- 
tern. 

You will s;ce a menti oJ'general topitJ^- U-se ibe Up ajtd 
Down arrows to scroll tbnjugh I he menu. When the 
topic you want is lilghlighted, press the A Bui tern to 






































forirt'ard to that tc 9 k’& aubinenu. Contin up mov¬ 
ing Ebnvard like thi& until you reach die apecilk eiiny 
ycjuVt‘ looking for. You may then use the Up and 
DcKwn afrowH I..0 y;i'oll diioijg}] the text, 

Pre?i!iiiig the X Button wiU, move you back up the sub- 
tnenus, one at a ticne. When >'i.']u^re on tfic top le\"el, 
pressing the X Button will retuni you to the Bridge. 
You can exit to the Bridge tinom any point by pressing 
the X and V Buttons at tlsc same rime. 

REPAIRING THE SHIP 

ir the sh!]) was damaged dtming eugageatent with a 
liostUe advet^ary, go to the engineering station. Here 
you can decide v^dtat percentage of the siiip^s resources 
you v^'ant to devote to repairing the damaged s^istencis. 
Press the A Button to call up the engineering scTecru 


What resatirces do v^u have? 

d’lie top line is labeled '‘Resour 
the label shows the total amour 


Tclal 

rfsisureis 

availabtf! 

Stiip's 

sysliGiris 


ilue line beside 
^orK your crew can 



put into [Lxing the ship at any given time, lliis line will 
shrink as more resources arc spent to repair the sl^jp 
after space battle. 

Which systems need repair? 

Below the top line aj'e die naaires of the 10 major ship 
systems: Shields, Weapons, Engines, Life Support, 
Sensors, Navigation, Hull, rransirortcr, Corn|juier and 
Co[Tuni,][Uc::Ujons. A damaged svstein will have a red 
bar next to its name. Tlie longer the bar is, the more 
damage the s^'steni has suilercd. 

A flaniaged system tvill not work well and could endan¬ 
ger your mission. Damage to shields, weapons and 
engines wilt keep you from maneuvering and defending 
yourself well wheti youVr attacked- If you]' life suppiyn. 
system is damaged, your c]'e%v will not regain any 
health they lost on Away Team missions; if your hull is 
too badly damaged, your ship cannot survive. If your 
sensojTi or computer are dacriaged, you won^'t be alyle to 
gti. Infoi'inatLon from those systems. If there is damage 
to die navigation system, you catf t ily the ship where 
you tvant to go. If your communications system is dam¬ 
aged, youdj have difbcuky receiving incoming mes¬ 
sages, and iryoi.i]' traiuiporLe]' is daitiaged, you won’t lie 
able to beam an .^w^ay 'feam to their current mission. 

How io you repair a system? 

’^'ou must spend some of the ship's resources to fix a 
damaged system. Use the Up and Down arrows to 
highlight the sv'stem ymi want to repaii'. Prc-HS-ing the 
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Why are Shields, Weapons and Engines a different color? 

also l^ave siihmsnuft f'oir specific 
shields, wtapQtis atid engines rcspcelivcly. 'id reach 
these submcnu&j highlight the main menu atad the 
A Button, Then Tnllov diie same pwedure for s^iend- 
i.ug r'ei;0ufces. If ycni cinirt use Lite submenus,, any 
|■esfJUl^ce3 s^Ksut on the top memi wli be divided equally 
amtmg its 3t.tbsysteni&. Press tiie X .Butio-u to back onl 
to the top menu. 

Returning to the Bridge 

When yoti\'e finished auibmi^ing repairs,, press the 
X Bull.on 1.0 retun^ to the Bridge. The repairs will ire 
made ov^er time aecoi ding to the rcsoureeJi you 


Right and l-eft. arniftvn, on, the Gomrr.d FVli increase Of 
decrease die B'esrjurees you’ne speirding on that system 
(as indicated by a blue line inside the red bar). I’hc 
mo'ce resources you spends the ra,ster the system wiil.l be 
repaiied—InU (he fewer re:s^■)lJrces youH Irave left owr 
to repair other systems. Pressing the R or L Button will 
give you a .greater control over the rcBource increase or 
decrease by iTj(.JviTig the blue liiie in sTir^Jler iirfretrienis. 


■MEnEXTGEneHarmn 



DEFENDING THE SHIP FROM ATTACK 

Your ship will auloraahcally go to red aJert when it's 
aitackt^d. The klason will sotind and yoti will tie hden 
autotnalicaJly to VVorfs tat:t3cal station screen. 

Viefwscreen 


Enerny sliip 


niiaftiOR torpedo 

ibliie m 


U.S.S. 

Enterprise 

Enemy shield 
linage 

Enemy 
itamage 


Empty torpedo lube 
lempty dot) 


Hailing message Plutan tarpEdots 


remaining 


Whaf youl see 

You t:an .see part of the front vie wscieen over tire top of 
y™r oonsole. Below diat, on your control coresole, you 
sec a view of space immediately around you. Your ship 
isj always placed at die ccirter whli itie opposing shijj 
moving aicjuird it. 

Hie grid 

The grid syatem scales itself dependitrg on how far 
away the opposing ship is from yours. IJ you're lar 
apatlj the gnd squares are isTrtali. When you get closer 
to your ofrqjonetu, the grid sciuai'es becoi'ue larger. 













The ship display 

Oil I lie dqjhL-tiaiid side of the screen is an image of 
yoiiif ship showing the eondititni of its ak dilferent 
shields and its fore ^nd afi weapons banks. The shields 
arc grccEi wlien (lieyTe in perfect working onlfi'. As 
they flijlTer ■daniage^ they become dimmer arid iiiusL he 
rejiaiiTd before they will work again. The phaser banks 
sliow' up as red areas on (lie fore and aft parts of the 
ship. When theyVe bright red, tliey’rc fully charged- -As 
yoti use tlierOj they dim to black, and yon rnijsi wait 
unli) they chairge again before you ca^i us^' them. The 
yellow light indicates v-our auxiliary ]io%cer is working. 
Yon have lour photOTii icufT-iedo tubes fore and aft, rep- 
rcEcntcd by blue buttons at dre top and brj'ttrorn of the 
display- VVlieo die button is lit, the tube ho-S a totpedo 
reJidy to he fired; when the button is dark, tlie tube is 
empn'' and yoti must wsnit foi' it to he reloaded. A gauge 
at the bottom of the display showii how many photon 
torpedo civUiitigs yon have left. 

Controis 

'['here ai-e two different sets o-f corn;mb that can be 
worked independently Or together. One act controls 
how tlie ship moves drnuigh space. The other set. con¬ 
trols yonr phasers and photon coipcdcK;s. 

Moving around 

Use the Oontrol l^ad to mow youi’ -nliip around. Press 
the Up an^iw to give tlie ship Jbrwai'd thrust (that is, in 
the direcdon ids lacing) aTi<! the D'&wti arrovf^ to give 


mMttexTBBne/tsnaa' 


the ship backward thrust- Ptess the Left an osv to rotate 
the ship coiiiTJtco;.totkw'is£; press the Right arrow to 
rotate the shiji clockwise, 'i'hc ship will stop rotating 
whcEi you take your finger off the GfUnlrol Pad. 

Firing your weapons 

Yonr ship is equipped wdtli fore and aft phasers and 
fore and alt toqjedo ntliies. If your opponent i& in front 
of ^-ou, your computer will automatic-ally lire (he for* 
wiotl weapons; if the enemy is behind you, the comput¬ 
er will fire the aft swapons. Use the A Biitton to lire 
your phasevs and the B Biii.ton to fire your photon tor¬ 
pedoes. 

Energy altncatian during battle 

.fXiriog s[Mf:e combat, the ship’s engineers arc busy iri - 
iiig to keep the shields and VL'CHjXJu.'j ftinctioning and 
have no dme for anyth log else- Pi'esamg the R Button 
w-'lU shift some of yOur auxiliary power to the shields. If 
you press die L Button instead, it will shift auxiftaty 
power to the phasers. 

Enemy damage 

In the los^-er left-hand corner of (he tactical sciven arc 
two silver lines repress niitig the amount of damage 
done to youi' 0]l]ionent^s ship. 'I'hc upper line repre¬ 
sents .sliield strength and the lower Line hIiows damage 
to the huU. 'I'hcBC tines shrink as yon do more damage 
and .grow aguiu as the ojiposing sliip repairs its shields 
and bull. 






Haifirg during battik 

If youi' op^Minen: has rft^elveti sericiua daanage, he may 
decide k's better Id talk with you diaii fight. The nrics- 
sage “Enemy haifiTig”' will apjjear in the lower left- 
iuuid wrtief of yoiir sci'een. IfyotJ want to ai^^wee'yoor 
opponent’s, hail, press, the X and Y BuLions at tlie same 
time. Voii w'ill be ncturnni^d to the Bridgt^ where yon. 
iiiav gts to diO viewseciceci arjd arjKwo:' I hr- luJI rLs nOr- 
miil. You can ignore the hail and continue figliting to 
the end, but this may make other members of your 
EUtacker’s race even more hostile to yon tIsaTi they 
already are-—and yon tviJl find up jiavhig later foryoLu' 
lack of courtesy. 

Tf you tiecide you doiii’t want to fight, yriu may cliociwi 
to gamble and place your sliip at the enemy’s mercy. 
FrcKS the X and Y Buttons at the SEune time to indicate 
your desiic" to talk. You wall 3?e reuai'ned to tiie Bridge, 
^vhere yon will find your opponent answering your 
hail. Go to the sdewscrecn and communicate normally. 
If the enemy is w'dl-dispoiieei to you, they may just 
you aioT^Cr Tf y^ajiur pre^najiifi rofiduCt has angei'ed 
ilte enemy, yonr ship may lie capiureel and the game 
end automatically, 

GETTING READY TO GO ON AN AWAY TEAM MISSION 

When yoit w^ant to send an Aw-ay Team to invesdgHte 
a site or take action, you niu^iL fu'^t ^ isit tlise Transporter 
Room. Here you can select beween one and four crew' 
menthers to go on the mission, 'I'o reach the 
Transporter Room, go to the turbolift doors and press 
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Team memJiErs 


tiignkglnetl 
tnw meitibar 


No mentlieT 
Crew meitiber'iG 


the A Buttou. You will I'ceeivc a briefing from Caj^itain 
Picard outlining the goaLs of your mission. If you decide 
you don’t svatit to beam down right now^ prcKi tlic 
X Button to return to the Biidgc. h'you want to contin¬ 
ue to rhe Transporter Room, press the A Button. 


What you'll see 

Wlten you first enter tlic Transporter Room screen, 
you ivill see a column of four pictures down the right- 
hand side. Tlti^se are the (bur diftcrent Tnembers of die 
Away Team the computer has selected by default. 'I’he 
top lace is highlighted m red. Along ihe bottom is t-c 
brief listing of that crew member’s traitts (TF^C = 
Tee bn leal .Ability, TAG - 'I'actkal Ability, HEA - 
Stamina, and S'l'R = Strength), A crirically injured 
crew member is [>et7nanently lemoved from the Eictis'e 
duty roster. 












Choosing the crew members for the Away Team 

On rhc left-hand yde of the screen are the portraits of 
die tnew members available to be ehosen for the Away 
Team (incluflinj^ an empty s.poE foir "no member” if 
you diTjn’t want anyone in that position], 'Use pictures 
of people who were critically injured on a prenous mis¬ 
sion are dimmed. These people are letOveiing and are 
not a^nilable for fniure mis-^iions. 

You can change whklb boJt is high ligfi ted i]t i.]te right- 
hand coUnrin by tLCJ•]d^ng<kJ^vJl the Y Button and press¬ 
ing the Up and Down arrows on the Conti ol Pad; the 
lx3x chat is highlighted when you release the Y buLton 
is the character you arc cKangiiig. You ntay then use 
the Upj DtJ’wn, Left and Right ari'ows to highlight 
difTerent faf:es. I’he bighlighLed face t+ill appear in the 
red-outlined box in the right-hand coltimoj and that 
cicw member's traits be ?ihywrj alorig [he lx4Lom. 
Repeat the iirocedure until yotJ have sjeleoced the Away 
Team ym,] wane. If you decide to cancel the missio]! 
without beaming down, press die X lincton to return to 
the Bridge. Otherwise press the -4 Button twice to 
transpt^rt to the site you warn m explore. 

NOTE: Dillcrcnt crew members ha^'C dillereTn combi- 
nations of skills. Some -Away Team inks ions may 
rccp-iirc different sUills to deal waih die problems they 
present. Sometimes it may help if you choose team 
members who have talents ditfcnenc from ot]e a [lother. 
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AWAYTEAM MISSIONS 

THE CREW MEMBERS OF THE AWAY TEAM 

When you send the Awny Team on a mission, you will 
fiee theEn traiisjion i[> tlie kicaJfloi'L ihe itanspoTier ckief 
has chosen for theiii. vMong the right-hand aide of the 
screen is a column of portraits for the crew members 
you chose to be on the Away TcaTn. A red higliligbt 
iudicates the teani member who is curTt^tiilv ‘^active” 
meaning thLs is the member who will do tilings when 
you use die controls. 

Adan screen 



Message bar 

Phaser diange 
packets 


Attive CTEtiV 
mfliiiljer 


Inventory 


Active inventary cbjact 


IHEiriVEHTORYBAR 

.Along the Ixjttom of the screen is a bar with pictures of 
the tilings in die aedve crew member''a inventory. Eacli 
crew iiiembcr has his or her qwti inventory^^ which is 
assigned automatically depending on the crew mem¬ 
ber’s position and skills. The first item in th,e inventory 
will be higlilighljed in i ed. 












THE MESSAGE BAR 

Jus-t abov"^ iiivftnLor\" bar is the rfteijS^ige bar. Whcii 
yom higUHight a new object in; the iitventorV' baiy its 
itatne ajipeaira in the [Tie-Ssage; bar. When you use a lii- 
eoi dtr or Catk to s»i5ineone you meet during yoiu' mia- 
sion. the message wi3] appear in this area. 


THE HEALTH GAUGE 

Nc^t to Lhf: inventory^- bar is a horizontal red line lliat 
gaoges the active crew .TJieinbej'^s state of wcll-beii’Lg. If 
[he crew mcmljcr is grounded or otherwise irijtired, die 
Line will grow .dioj ter. A crew inernher is conEidcred 
critietdJy injured ii'thc gauge tliojjs LrwT low. 

If there is a loedifaJ oliiccr along on the ntissionj the 
crew tncEnher can be hcalcti by having the nrtedital oJii- 
ecc- use a tricordcr on him^ as esplaincd in the see:tjon 
on standard inventory items. 

THE PHASER CHARGE GAUGE 

If the active tre^v rneml>f;r is catTying a plia.^er, them 
will be R hori/.oiLtaL gauge ju&f below die liealth gauge 
showing lu jw maeh chai-gc is left in Lite phaser. A phtu;- 
cr thal.’s toLally out of charge will not fire, bnt a crew 
Tiientber may be .kieky enough to find a new power 
pack to recharge it.. 


MEDICAL PACKETS 


If the active c.revi‘ tnember is a medical otiicer^ there 
will be sqnai'es ju&L below the health gauge showing 
Iiow inany medical pa£.-:hets Lhat olllccr has left. The 
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ofllcer starts a mission with three paoket-S- Each thne 
£he heals someone, one packet is used up. Lt. 
Commander Data cannot be healed by using a medteaJ 

j.]a£;ki!."t 0£l hicTi. 

THE ACTION SCREEN 

'I’lie biggt'.'it part ol' the screen shows you wlial’s Eiap- 
pening to the .Away 'I'eani while it's exploring tliis 
uiikiKovij vi'OE'kl, This is ’ivli.eje tuucli of the game's 
af:tioji lakes place. 

PICKING THE AQIVE TEAM MEMBER 

liach of the cretv members in the Away Team can 
move icidepcDHkntly h'om tlic othci-s. 'I'he cretv mem- 
(]cr wlioHc picture is .highligbted is the one who will do 
iliijigs when yon ]^i'e?iS ilie coin mis. Vou Ciin ch;inge [he 
active crew^ member by holding down tlie Y Button 
and pressing the Up or Down. aiTQW= on the Ciontrol 
Pad: thi.s will highlight the diiTcreut poi-trails in the 
right-liand eohimn. The purti-ait diai’.s higltlighted 
tvhen you release the Y Button h ilie new acElve crew 
mejnber. 

USING THE CREW MEMBER'S INVENTORY 

Ihc inveiitEJty har oitly sliows the inventory of the cur- 
refidy atitivo c-ccw [nCTnlicr, Pressing ilie R £jr L Button 
lets you .'scroll ilu ough the dillereni imeiiLOi v iiecufi, 
highlighting each one in turn, I'br the crew mcinber to 
use a [Jirrticular inventory' itemj that item must be high¬ 
lighted.. Pressing tlte A Ruit£.tti mahes the crew mt^mber' 
use the higlihghted item. Xoihing will hap^ren If ihe 




iLf;m can't be nsed di i.bis situation. See die sccliu-n 
belowj "The Sujiidard Inventon^' Items,“ to what 
the THost eonnnoit olijects do. 

Each, tnjw Titeti^beir may have up to sis (ji^Tecvint it-ems. 
ill his or h er inventory'. If you I'li^ed to ]iie!t up more 
dihiij^Ti than this, you luuJil sjii'earl it nut among several 
crew members. 

MOVING THE ACTIVE CREW MEMBER AROUND 

Use the Up, Down, Left and Riglit iH-ncwx'^ in move 
the etc live crew member arotuid :Ht) he or Jihe can 
explore the world. Xolhlng will happen iJ'the crew¬ 
member can’t HK.>w in iliat pardeiiltir directior]. 

PICKING UP OBJECTS 

U'the ctx-xv ineml'H^i' EineE something you think mij^hl 
be iisertil, use the B Ihitton to tiy lu pieh it tip. If yoti 
pick it IJ]'] 4iaf:ce£aru]]y, its ieon wilt apt>t:at" in that crew' 
n'lembei’s ijiventoty bar] if il'iaL erew member’s in\nt;iL- 
toiiyf is full or if you cantint piek it up, nothing will ha'p- 
ixn. 

Pi't'ssing die JJ buimn also lets Llic erew TTiember use 
his liands on ^.vhatever he’a su-mding I'lext to—lor 
example, lO j-jress a button or pull a switrli. 

COMPLETING YOUR MISSION 

Wfiei'i you succes'slLilly comjlli'-i.e your mission to dds 
world, you will automatitiJly be beamed back a.f:M:iar'rl 
the sliip. 
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INJURED CREW MEMBERS 

If any of the shij;'^ major o-'flieers are critically injur eel, 

the r'TLisjiiion jiutoriLaiicatly ej’tcl?^- Ti'ie officer will lie 
beamed baek to Siek Bay to have his or her injuries 
tended to. Pressing any button will take you to the 
Bridge, where you will be iVce u> stari. tlic rnissioii over 
again. 

If a Ci'cwv inembtC]' who is not mte of the major oHicers i$ 
critically jtij:ui'ad, the mission does not aatomattcally 
end. Ihc crew- member will lie wliei'e he or she lell, but 
any other erew mernber with enough invencory space 
may pick up a fallen comrade’s inventory objeciis by 
walking over that person. 

I’he game ends auLomaiicaJly if Cajiialn Picaj'd is crii.i* 
cally injui'cd or if at any point ynu have injured a total 
of three of the other major oflicers during the course of 
the game. When this happens, you must restart the 
game from the liegini'ilng. 

iHCDMPLETE MISSION 

If you want to etid an Away Team misaion before it’s 
completed—lor instance, if you want to change the 
members of your Away Team - press the X and 
Y Ruttons at the sitrne time. This wt.lt take you baek to 
the Tran.^tmiter Room on tite Bridge. 

Wl'ien you I'csfart a mission you didiih eoinplete— 
either because a crew member w^as injured or because 
you ended the mission early—you will find yourEclf 
starting over. Anything yuu picked up vvill be back in its 





oriit^ia] pfacc and anyiljing yon accomplished oq your 
previous attempt will be vi'iped out — except for yotar 
momo^^^ The experience you gained on youf last 
attcTiipL otay lielp you acliicve your gcjal iJbfe dme. 

THE STANDARD INVENTORY ITEMS 

Phaser 

The phaaer is the personal defen¬ 
sive sidcarni of Starlleet- Tc shoots 
a laser-like eiier^' tream at a tasr- 
gel. A pliaser has a limited Mitioiii u of charge^, but can 
be reehai^cd with a ]te\v jiower jsack. Fhasers are nor¬ 
mally set on ‘■'stun” Only crew members with higli tac¬ 
tical ratings are given phasers in their iiiv'emories. 

Tricarder 

Tlie tricorder is a hai^d-hcld soicn- 
tillc in&tiumcnt that allo^vs trained 
personnel to analy/.e objects in 
tbeir vpoBiiity, Wliien the tricorder 
LH used on an oliject, it gives you a 
message that orily leclmically tramed people can inter- 
preU ‘Thus, only crew^ nicnibcrs with high tcchrLicAl l at- 
ings are given Li-icordcrs in their in^'eniories- Tliey will 
explain the tricordcr’s readings for you in haste terms. 

ff a trained medical olheer uses a tncorder on someone 
wdro’s been less than critically injured, the injured |.Kr- 
son wUI be healed as long the modical oflicer still has 
at icasl one n’ledical packet. 
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Corrmand insignia 

Wheit an ofTicer has ttic com- 
iiaand insignia in his or her 
inv-entory^j that person can use it 
to make other crew members 
follow Itim or hei- arOund. 
Simply highlight the insignia and mo\''e the aeiJx-e crew 
itieniljei' to touch other crew members. The ones who 
are touched wdtl follow (he cotnrnandcr^s lead. 



To fitake a crexv member stop following the team 
leader, simply make that perstni the aclb'c crew mem¬ 
ber and move him or her away fh>m [he gi'Oup. That 
crew memlxT xxtU then be independent until the COiti* 
niand insignia is used on him or her again. 


STAftBASES 

'I'herc arc three ofiicial Scartlee: starhases w-i(hjn, tiie 
region of spate your ship patrols; Starbase 202 [local ed 
at Signij Rpjilon Starbase 205 [at Woki Beta 
\lirA) and Siarha.se 220 [at Codis Zeta VA). Staitiascs 
maintain complete drydock faeilUies. Yotir ship should 
visit a starbase w'hcn it needs quick rejiair of [tiaior 
damage or wljci] it is running low' on photon torpedo 
callings. 

Starbases are also the places w'hcre you get the oJTLclal 
■Starfleel. passwords ttuU alloxv you to save the game. 
See the next section^ "Saving [be Gamej” for more 
details. 


A 




SAVING THE GAME 




GETTING THE PASSWORD 

The password lets y45T3 restart the garne at the same 
position yoLi wtTt. in when you Eir^t jlfOt that pas-word. 
Using the paJHiword keeps yvu rcona having to rqilay 
/Way Tcirn adventureii yott'vf already compleled- 

Yoii will lx; a^isigned a password eaf;]i time you vbit 
one of the star-hases. Go to the ship’s librairy^ conipixter 
if yiau doit’i remember where the starbascs are. The 
computer will alsti telS you wtiat the curtent passwoiri 
is. You might want to W'tite the pa."iSword dowin along 
with a brief deseriptioii of wiscre yon are in tlie game, 
before you turn off your Super Niniendo 
Entertainment System so yon can start up again 
ai>i3rox.imatcly where yon left olf. 
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USING THE PASSWORD 


- ili^DOMPUTERP 

_ _ _ ElVrER ® 

>i: i 

i 

EC-OrcmiJK. ] 

LMHEnnir 
ii |nl K V r f ■ 2 ■ 

S 1 , 5 5 T ts 5 : 


Go to the ship’s computer and select the topic 
’■Ta-sswnrd System ChcMasc the subtopic 'Tasstvord,” 
To enter the password, j'n'ess die arrovi' keys on l.he 
Control Ead until the fii'sc diaractcr of yottr password is 
highlighted, theu press the A Button. Crnitittne with 
this procedure until you have selected all your pass¬ 
word’s character's correctly, then press the A Button 
again. You will ttow find the game in the same .state as 
when the pa-^sviiord was issued. Any Away Team mls- 
•iiions you com]i]eted wili be completed and any injured 
crew members who were unfit for duty will still be that 
way. Press the X and Y Buttons tegether to csilt from 
the computer witlrout cltoosing a password. 

If you make a mistake while entering the password, 
press the X Button to ijackspacc over (he error and 
dien c}io[>se ihe cotTcct characters as before. 











THE GAME ENDS WHEN. .. 

* Vqu .have sii.c'.ct.'ssifu.Lly complelcd each, mLssioru 

* VoLir iJihEp is captured by an nppftsEnj;; vessel. 

* Captain Picai'd i& critically injured during an 
.Avf'ay Team tnissiejn. 

* A cola] of iJii'ee major olbcers Irave been crirJral- 
ty injured in the course of the game during 
Away 'leam missions. 

* Yon oamitiit a major breach ofStadlcei regitbt- 
llnns. 

THE SHIP'S MAJOR OFFICERS 

CAPTAIN JEAN'LUC PICARD 

Title .ship’s capLiitn is a skDled dL)iloniat 
\h.'ith the ability- to get straight atrswers 
l™m tlie people he talks to. 1 ic is also a 
respected IcadcTj admired by his stibor- 
diriaics, and ha.s a special liUjei'est bi 
ambaedogy'. ATFRIEIJITS: 
Tactical,Technical, Strengdi. 

COMMANDER WILLIAM T.RIKEfl 

The lirst officer is more llamboyant 
than his captaiiij but still an. able offi¬ 
cer. Be oneij reacts emodonatly^ but 
his basic instincts are usually accurate. 
He is very skilled with a phascr. 
ATTRIbUTES; High: Tactical; 
f>m:ngth; ./jj??.'.-T echnical. 
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LIEUTENANT COMMANDER DATA 

Tlie sbi])’fi Sftdence officer b aji exj^eri- 
mental android, the only one of his 
kind in the federation. His artificial 
body ba.s gieaier strength and sensory 
abilities thbin nomial people doj and 
his positronic brain functions like a 
computer. .His greatest goal, howes^r, 
is Lrt leacn wliat it is like to be human. He cantioL be 
healed during an Away I’eain mission by using a med¬ 
ical packet on him. ATi'iilbLl'rES: High: Tactical, 
Technical, btrej3gi,h- 

LIEUTiNAHT COMMANDER GEORD! LA FORGE 

The ship’s cliief engineer, althougli 
blind, gets direct neural input from 
his stisor which allows him to ‘'^sec’^ in 
ranges beyOiid those detectable by 
sighted [leople. Hb svealth of teithnicial 
expertise makes him a master 
at analyzing tricordcr readings. 
ATr.RIKUTES: High: Technical; Midrange: Taotical; 
IjCHj;: Strength. 


















UEUTEHAHIVilORF 

chief of security it a KlingOii 
orphan who wat raised pi iniai ily by a 
human eouplf- He has greater 
slEieu^th and l:feljter fighting skills than 
a notmal human betngj but }ns uijlhxjk 
it v'cty^ practicai and sOTnewhai. larking 
it] ijriaginadoit- ATl'RIBUTJLS: High: 
Strength, Taci]c.-n,l; fj’JEt':TechnicaJ. 


COUNSELOR DEANNATROI 

The .■ih]]f s romiselor is hail' BetaKoid, 
wliich gi^'cs her strong ecnpaihic sldlls 
to led the cmotiotiH of perjple around 
her. This ability not only helps her 
eotiasel the sl^ip's rrew^ but gives her 
an In comnuinicating with aJiens 
as well. A'ITRIBL'TESl Midrangi: 
Taeik'al; Techntealj Strength. 


The ship's chief medical ofTicei' an 
expert in the bio'logica! ^rienees, 
cybernetics, regeneration, and is 
JuSHi ^ikilled a I healing humans and aliens 
^ doctor, she has l:ieeome 
adept at anaivzing tricoider reatlings. 
ATTRiBUTKS: High.- Technical^ 
Midraugi: Strength; l^i>: TariLiral. 
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9D-QAYWARRAinY 

SjX'C tftJin H'utu'Bj'ie ^v^iFiacilsi. to tlie origiruil consumer pur- 
chajM.-v that [his Oanic Pak [‘^PAK’^) [not including Game Pak 
Accessortes or Robot Accessories) shall be [nee irotn defects in 
material and wnrkmaniKhip fnr a peritjd of 90 da^rj R om date 
of purchase. If a defect covered by dtis warriutty occur dur¬ 
ing this 9Ci-day warraiity period, Spc-Otruni lIoloBytC will 
rt-pair or repkee the PjAR, at its option, liee of cltaiige. 

To receive this ■warranty servlet: 

I - Do not return your defective Game Pak to the i-etailer. 

'i. Xotify S|X;ctruin HoloByte^s CtLsloincr Suppm-t depivrt- 
Eiieiit ol'the problem rerjuiring warranty senicc by call¬ 
ing: (5IO)oS;2-J 164. Our Cuscomer Suppoi't dnrpajtment 
is in operadoiiE Iboirt 9:00 .■u.] to !i:00 Ikrifir Standard 
'Hme. Monday thTOXtgh Friday. 

3- [f the Spcccrym HoloRytc Customer Support 
Represciitaliv'C is iiiiabl.i; to solve the problem by phone, 
he wiJI provide ywt with a Return Arithorraation number, 
yimply record this number on the outside packaging' gf 
^nour defective P.AK, and returtt youir PAK ]>ostage pi'ud. 
at your liak ol'dartiagr;, together with your dated sales .slip 
or sitnUar proofof-purcha&e withut the fftk’Cky waiTtinty 
periotl to: 

Sper'tariiiii HoloByt? 

Custoiue^f Support Dep^rtxkixnt 

Attn: STtTNG SNES 
24^ Mariner Square Loop 

Alameda, GA !^4501 

litis wajr'urity sltaJI not apply it llte Game Bak iias tjeen dam¬ 
aged by negligence, accident, ttnreawnabic use, niodificadon, 
lumpering, or by other causes unrelated to the defective 
nvateriab or workmansh ip. 






WARRANTY LIMITATIOHS 

,\IsT APPLK^AliLE IMPLIED VVARR.A>il’IieS, IN- 
CrilDINCJ W;\RR.\NTTES OF MERCH:\NTABIE- 
riT AND FITNESS FOR A FARTiCCTAR PUR¬ 
POSE, ARE HEREBY LIMITED TO KINE'i'Y 
DAYS FROM THE DATE OF PURCHASE ;UND 
ARE SUBJECT TO THE CONDITIONS SET 
FOR'i'H hf:retn. in no event shall SPEC- 
'ERLIM HOLOBYTE BE LIABLE FOR COiNSE- 
Q^UENTIAL OR INCIDENTAL DAMAGES RE¬ 
SULTING FROM THE BREACH OF ANY EX¬ 
PRESS OFIMPIJED WARRi^NFIES. 

TIic provisions of this w^krt'an[\'' are valid i[] the Uriiterl 
Slates only. Some states do not allow lirnitaEions on 
how long an ![«]>] Lsd w-arrant^- lasts oi' ejreilusion oFcJon- 
sequecUial oi' incidental damages, so die abov'c Jiniiu*- 
and exclu&ioii may not apply to you. This wai t an- 
ly gives you s^jccifie legal rights, and yon rtiay also have 
odieir rights which vaiy from state to state. 



GET a 
CLUE! 

Stuck? stumped? 


Help is at your 
fingertips! 

Passwords, Hints and Secret Locations 
are just a phone call away^ Get the latest 
info on what’s hot and what's coming 
soon from IkMfyte 



caii9pO-773-HINT 

S>95 per minutei if you're under i8, 
don't forget to ask your parents before you 
calL Hintline requires a Touch‘‘Tone telephone 
and i$ only available in the U.S* 



2490 Mariner SqoBfe Loop 
Atanieif3r CA 94501 







249D Mariner S4juaiie Lup 

Aiarieda. 


PfilNTEO IN JAPAN 


